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DETAILED ACTION 
Claim Objections 

1. Claim 1 is objected to because of the following informalities: 

Claim 1, line 5: "a player" should be — the player — and "a game" should be — the 

game 

Claim 1, line 9: "a game character" should be — the three-dimensional game character 
Appropriate correction is required. 

Claim Rejections - 35 USC§ 103 

2. The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by 
the manner in which the invention was made. 

3. Claims 1-7, 21-25, 27,28, 33-41, 46-52, 66-70, 72,73, and 78-86 are rejected under 35 
U.S.C. 103(a) as being unpatentable over Krueger et al (US 4,843,568) in view of Miyamoto et 
al (US 6,165,073). 

Re claim 1 : Krueger et al teaches a method for allowing a player of a video game to 
control a game character in a game world (see col.6, lines 17-24), the method comprising the 
steps of: acquiring video image data of a player of a gome (see col.l, lines 8-9); analyzing the 
acquired video image data to identify the location / salient of a portion of the player's body (see 
col.2, lines 38-41 and col.7, lines 66-68)); and using the identified location of the portion of the 
player's body to control behavior of a game character (see coL8, lines 40-42). 
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However, Krueger et al fails to teach the method for allowing a player of a video game to 
control a three-dimensional game character in a three-dimensional game world. 

Miyamoto et al teaches the method for allowing a player of a video game to control a 
three-dimensional game character in a three-dimensional game world (see col.l, lines 13-23). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include allowing a player of a video game to control a three-dimensional game 
character in a three-dimensional game world, since playing a game in three-dimension makes the 
game more realistic and life-like thereby increasing the player's interest and enjoyment of the 
game. 

Re claims 2-7: Krueger et al teaches the method further comprises identifying the 
location of the player's head, hands, feet, torso, legs, or arms / features (see coL8, lines 16-18 
and col.26, lines 64-66). 

* 

Re claims 21-25: Krueger et al teaches the method further comprises identifying the 
location of the player's hands, feet, torso, legs, or arms / features (see col.8, lines 16-18 and 
col.26, lines 64-66). 

Re claim 27: Krueger et al teaches the method comprising raising a game character's / 
graphic creature left hand when the player's / user left hand is raised (see col.8, lines 63-68 and 
col.9, lines 1-4). 
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Re claim 28: Krueger et al teaches the method comprising raising a game character's / 
graphic creature right hand when the player's / user right hand is raised (see col.8, lines 63-68 
and col.9, lines 1-4). 

Re claims 33-41: Krueger et al teaches the method further comprises identifying the 
location of the player's feet, torso, legs, or arms / features (see col.8, lines 16-18 and col.26, 
lines 64-66). 

Re claim 46: Krueger et al teaches a system for allowing a player of a video game to 
control a game character in a game world (see col.6, lines 17-24), the system comprising: an 
image acquisition subsystem acquiring video image data of a player of a game (see col.l, lines 8- 
9); an analysis engine identifying the location of a portion of the player's body (see col.2, lines 
38-41 and coL7, lines 66-68); and a translation engine using the identified location of the portion 
of the player's body to control behavior of a game character (see col.8, lines 40-42). 

However, Krueger et al fails to teach a system for allowing a player of a video game to 
control a three-dimensional game character in a three-dimensional game world. 

Miyamoto et al teaches the system for allowing a player of a video game to control a 
three-dimensional game character in a three-dimensional game world (see col.l, lines 13-23). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include allowing a player of a video game to control a three-dimensional game 
character in a three-dimensional game world, since playing a game in three-dimension makes the 



Application/Control Number: 10/710,628 Page 5 

Art Unit: 3709 

game more realistic and life-like thereby increasing the player's interest and enjoyment of the 
game. 

« 

Re claims 47-52: Krueger et al teaches the system wherein said analysis engine identifies 
the location of the player's head, hands, feet, torso, legs, or arms / features (see coL8, lines 16-18 
and col.26, lines 64-66). 

Re claims 66-70: Krueger et al teaches the system wherein said analysis engine identifies 
the location of the player's hands, feet, torso, legs, or arms / features (see col.8, lines 16-18 and 
col.26, lines 64-66). 

Re claim 72: Krueger et al teaches the system wherein said translation engine outputs 
signals indicative of raising a game character's / graphic creature left hand when the player's / 
user left hand is raised (see col.8, lines 63-68 and col.9, lines 1-4). 

Re claim 73: Krueger et al teaches the system wherein said translation engine outputs 
signals indicative of raising a game character's / graphic creature right hand when the player's / 
user right hand is raised (see col.8, lines 63-68 and col.9, lines 1-4). 

Re claims 78-86: Krueger et al teaches the system wherein said analysis engine identifies 
the location of the player's feet, torso, legs, or arms / features (see col.8, lines 16-18 and col.26, 
lines 64-66). 
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4. Claims 8-20 and 53-65 are rejected under 35 U.S.C. 103(a) as being unpatentable over 
Krueger et al (US 4,843,568) in view of Miyamoto et al (US 6,165,073) and further in view 
ofPelosi (US 6,424,410). 

Re claims 8-20: Krueger et al teaches the method for allowing, a player of a video 
game to control a game character in a game world (see col.6, lines 17-24), where the game 
character / graphic creature responds to the movement / behavior of the game player / user (see 
col.8, lines 63-67). 

However, Krueger et al fails to teach the method comprising game character responding 
to the movement of the game player's head in a three-dimensional gaming environment. 

Pelosi teaches the method comprising game character responding to the movement of the 
game player's head in a three-dimensional gaming environment (see col.17, lines 13-33). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, game characters responding to 
the various movement of the game player's head so as to allow another form of game control, 
better navigation of game characters, and increasing realistic effect of the game thereby 
increasing player's enjoyment and interest in the game. 

Re claims 53-65: Krueger et al teaches the system for allowing a player of a video 
game to control a game character in a game world (see col.6, lines 17-24), where the game 
character / graphic creature responds to the movement / behavior of the game player / user (see 
col.8, lines 63-67). 
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However, Krueger et al fails to teach the system wherein translation engine outputs 
signals indicative of game character responding to the movement of the game player's head in a 
three-dimensional gaming environment. 

Pelosi teaches the system wherein translation engine outputs signals indicative of game 
character responding to the movement of the game player's head in a three-dimensional gaming 
environment (see col.17, lines 13-33). 

* 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, game characters responding to 
the various movement of the game player's head so as to allow another form of game control, 
better navigation of game characters, and increasing realistic effect of the game thereby 
increasing player's enjoyment and interest in the game. 

5. Claims 26, 29-32, 42-45, 71, 74-77, and 87-90 are rejected under 35 U.S.C. 103(a) as 
being unpatentable over Krueger et al (US 4,843,568) in view of Miyamoto et al (US 
6,165,073) and further in view of Norton et al (US 5,704,836). 

Re claims 26 and 29-32: Krueger et al teaches the method for allowing a player of a 
video game to control a game character in a game world (see col.6, lines 17-24), where the game 
character / graphic creature responds to the movement / behavior of the game player / user (see 
col.8, lines 63-67). 

However, Krueger et al fails to teach the method comprising game character responding 
to the movement of the game player's hand in a three-dimensional gaming environment. 

Norton et al teaches the method comprising game character responding to the movement 
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of the game player's (28) hand in a three-dimensional gaming environment (see col.9, lines 63- 
67 and col.ll, lines 37-46). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, game characters responding to 
the various movement of the game player's hand so as to allow another form of game control, 
better navigation of game characters, and increasing realistic effect of the game thereby 
increasing player's enjoyment and interest in the game. 

Re claim 42: Krueger et al teaches the method for allowing a player of a video game to 
control a game character in a game world (see col.6, lines 17-24), where the game character / 
graphic creature responds to the movement / behavior of the game player / user (see col.8, lines 
63-67). 

However, Krueger et al fails to teach the method further comprising the step of analyzing 
the acquired video image data to determine a gesture made by the player. 

Norton et al teaches the method further comprising the step of analyzing the acquired 
video image data to determine a gesture made by the player (28) (see col.9, lines 51-57). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, the step of analyzing the 
acquired video image data to determine a gesture made by the player so as to allow interaction 
between player and game character. It is apparent to examiner that the gesture made by the 
player has to be acquired and analyzed in order for a control of the game character by the 
game players movement. 
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Re claims 43-45: Krueger et al teaches the method for allowing a player of a video 
game to control a game character in a game world (see col.6, lines 17-24), where the game 
character / graphic creature responds to the movement / behavior of the game player / user (see 
col.8, lines 63-67). 

However, Krueger et al fails to teach the method further comprising the step of 
controlling the game character responsive to the determined gesture. 

Norton et al teaches the method further comprising the step of controlling the game 
character responsive to the determined gesture (see col.9, lines 57-62). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, the step of controlling the 
game character responsive to the determined gesture so as to allow another form of game control, 
better navigation of game characters, and increasing realistic effect of the game thereby 
increasing player's enjoyment and interest in the game. It is apparent to examiner that the 
game character be controlled in response to the gesture made by the player in order for a 
control of the game character by the game players movement. 

Re claims 71 and 74-77: Krueger et al teaches the system for allowing a player of a 
video game to control a game character in a game world (see coL6, lines 17-24), where the game 
character / graphic creature responds to the movement / behavior of the game player / user (see 
col.8, lines 63-67). 

However, Krueger et al fails to teach the system wherein translation engine outputs 
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signals indicative of game character responding to the movement of the game player's hand in a 
three-dimensional gaming environment. 

Norton et al teaches the system wherein translation engine outputs signals indicative of 
game character responding to the movement of the game player's (28) hand in a three- 
dimensional gaming environment (see col.9, lines 63-67 and col.ll, lines 37-46). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, game characters responding to 
the various movement of the game player's hand so as to allow another form of game control, 
better navigation of game characters, and increasing realistic effect of the game thereby 
increasing player's enjoyment and interest in the game. 

Re claim 87: Krueger et al teaches the system for allowing a player of a video game to 
control a game character in a game world (see col.6, lines 17-24), where the game character / 
graphic creature responds to the movement / behavior of the game player / user (see col.8, lines 
63-67). 

However, Krueger et al fails to teach the system wherein said analysis engine determines 
a gesture made by the player. 

Norton et al teaches the system wherein said analysis engine determines a gesture made 
by the player (28) (see col.9, lines 51-57). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, the system wherein said 
analysis engine determines a gesture made by the player so as to allow interaction between 
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player and game character. It is apparent to examiner that the gesture made by the player 
has to be acquired and analyzed in order for a control of the game character by the game 
players movement. 

Re claims 88-90: Krueger et al teaches the system for allowing a player of a video game 
to control a game character in a game world (see coL6, lines 17-24), where the game character / 
graphic creature responds to the movement / behavior of the game player / user (see col.8, lines 
63-67). 

However, Krueger et al fails to teach the system wherein said translation engine outputs 
signals indicative for controlling the game character responsive to the determined gesture. 

Norton et al teaches the system wherein said translation engine outputs signals indicative 
for controlling the game character responsive to the determined gesture (see col.9, lines 57-62). 

It would have been obvious to one of ordinary skill in the art at the time the invention 
was made to include in a three-dimensional gaming environment, the system wherein said 
translation engine outputs signals indicative for controlling the game character responsive to the 
determined gesture so as to allow another form of game control, better navigation of game 
characters, and increasing realistic effect of the game thereby increasing player's enjoyment and 
interest in the game. It is apparent to examiner that the game character be controlled in 
response to the gesture made by the player in order for a control of the game character by 
the game players movement. 
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Conclusion 



6. 



The prior art made of record and not relied upon is considered pertinent to applicant's 



disclosure. Bleich et al discloses an apparatus for generating interactive video game playfield 
environments; Lantz et al discloses an apparatus for generating enhanced interactive video game 
playfield environments; Monroe et al teaches a method and apparatus for a virtual video game; 
Abecassis discloses a content-on-demand interactive video method and apparatus. 
7. Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Adetokunbo O. Torimiro whose telephone number is (571) 270- 
1345. The examiner can normally be reached on Mon-Fri (8am - 4pm). 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Jong-Suk (James) Lee can be reached on (571) 272-7044. The fax phone number for 
the organization where this application or proceeding is assigned is 571-273-8300. 
Information regarding the status of an application may be obtained from the Patent Application 
Information Retrieval (PAIR) system. Status information for published applications may be 
obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). If you would 
like assistance from a USPTO Customer Service Representative or access to the automated 
information system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1006. 
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